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GAME DESCRIPTION 



Only your fighter stands between Gorl's™ fled of robot ships 
and Ifaeir control of the galaxy! With your shill, you can defend 
the universe against the enemy's twisted technology. 

But Gorf™ never quits. Each mission you survive, Gorf fM 
sends another heat a van meaner than the previous onel 

MISSION ’Defeat Astro Bsltfeinvadersthalfircto disintegrate 
your shield and destroy your ship. 

vilSSIOIJ! Clear the shy of robot ships and laser ships. Evade 
the Laser Attach that shimmers toward your fighter. 

MISSION! Attack! Out o( the Space Warpf" Gorfian™ ships 
come, hurling radial ion blasts that track your fighter. 

MISSION! Duel Che ultimate chalfenge, the Gorfian*" 

Flagship! 
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GETTING READY TO PLAY 



OFF/ON 
SWITCH 


RESET BUTTON! 


TV SET 


ANTENNA 


SWITCH 


LIU.K 


RAW E 
CAWLE 


POWER 

SUFFLY 


CHANNEL 
SELECT SWITCH 


GAME 


cartridge 


PLAYER 2 
CONTROLLER 


PLAYER % COLECOVISION'* 1 CARTRIDGE 

CONTROLLER SSlE SLOr 


* Make sure the COLECOV1SION" M console is connected to a 
TV and the power supply is plugged into your console 
Then plug power supply ifUO a 110/120 volt AC oullet 

’ TV should be on and tuned to the same channel as the 
Channel Select Switch oil the console. 

■ To play ona-player GORF™, use the controller plugged into 
Port 1 (the rear jack). To play two-player GORF™. use bolh 
centre liars. 


■ ALWAYS MAKE SURE COLECOVISION™ UNIT IS OFF 
DEFORE REMOVING OR INSERTING A CARTRIDGE, Turn 
Ofl/On Switch to On alter cartridge is ioserled. 
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USING YOUR CONTROLLERS 


note: For a one-player game, use the tonIrol1 0 r plugged irto 
RoiLt (the rear jack). For a two-player game, Player 1 uses the 
controller plugged into Pori 1 and Player £ uses the controller 
plugged into Pori 2, 



1. Keypad: Keypad Buttons 1-8 allow you to select 3 Same 
Option before beginning in play. Pressing Rafter a game 
allows you to replay the same Game Option pressing 
# alter a game allows you to return to ihe Cairn? Option 
screen. 

2 . Control Stick- Tilt Ihe Control Stick in any of ils eight 
directions to move your fighter lhal dire cl ion 

3 . Side Bull or’ Press and release either Side But Ion to 
shoot a laser blast from the nose of your lighter. Each press 
and release of a button is sues another blast .butcuts short 
any bias! already on the screen. 


HERE’S HOW TO PLAY 


NOTE If you are playing a two-player game, players lake 
turns. Each player plays until completing a mission, Play 
alternates bat ween players only when one player completes 
a mission 
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STEP 1: Choose your options* 

Press the Reset Button. The Title screen appears on your TV. 
Wait for |he Game Option screen 1o appear. II contains a list of 
game play options, numbered 1-8. 

Skill 1 is I he UaSJeSt, suitable for play by beginners. 
Skill 2 acllcn Is lasler. bui nos ns demanding as the 
arcade version of ihe game 
Skill 3 ptays much like the arcade version ol GORF ,H 
Skill) 4 is more challenging Shan the arcade version 
Selecl one by pressing the corresponding number button on 
either controller keypad. 

NQTF In mosl missions, leaver Anemias. appear at Skill Level 
1, and enemy movement is slower at lower skill levels. 


PLAYER 1 

CURRENT PLATER 
INDICATOR 


CURRENT PLAYER 
SCORE INDICATOR 




SAUCER 


ft ft ft ftft ' ft ft ft 

X X X XXX XX ROBOT 

ft x. ft ft ft n ' ft ft 


SHIPS 


1 V ENEMY 
. . / BONUS - I 


SHIELD 



STEP 2; Battling the Astro Invaders! 

In the Astro Bntlle Gorf's™ robots march ihrough space 
loward you Your lighter 15 protected by an electro mag notic 
shield But nol for long! Enemy lire knocksoul chunks ol your 
protective energy shieid Vaporize the enemies and (heir 
















blasts wilh your laser But becarefuL Iri this bailie, if you crash 
with an enemy invader your turn endsjuslasif you completed 
your mission! 


STEP 3; Hyperspace to a new frontier. 

Once you've defeated the Astro Invaders 1 * 1 , laser ships and 
enemy robots dive through deep space to attack. Watch out! 
If you oomad any pari of (he shimmering laser, your fighter 
is eliminated. Only your accurate maneuvering and speedy 
f if eng can ho.li ihe attack. 


PLAYER 1 CURRENT PLAYER —^p- 00 i 200 

CURRENT PLATER SCORE INDICATOR 

INDICATOR 


GOflF™ 

ROBOT 



ROBOT SHIPS — 
■ SIN fORMATLQNI 


-YY 



LASER 

SHIP 


ROBOT 5MIP 
(OIVJNG) 



RGKTER 


LASER 

BURST 



LASER ATTACK 


HQ2 













STEP 4: Warping in reinforcements! 

If you've conquered (he laser squadrons, Gorl ,M sends 
replacements’ From all corners of line galaxy, Gorf IM sum- 
mons robots (hat hurl radiation bombs Slntion ycnii fighter lo 
guard warp’s entrance and eliminate robot ships as they soar 
from the tunnel. 



STEP 5: Flagship duels. 

Now the ultimate challenge awaits! The robot Gorf™ com¬ 
mands Its flagship to the baltle scene. Bulcraljy you — you’re 
already waiting! Clear a hole in the ship's electromagnetic 
field Then aim carefully to explode the ship's Internal Reac¬ 
tor. If you don’t hit it right away, you still get points each time 
you hit the flagship. But walchoul! The flagship hurls fire¬ 
balls at you. 
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STEP 6: Earn a promotion? 

Triumph against the Gorlinrn fM fleet by completing these tour 
missions! You start out as Space Cadet. Complete four mis¬ 
sions and you're promoted to Space Captain. 

You'll be sen I on even more difficult sets of missions, If you 
survive, after each round of lour missions you'll become 
SpEJce Colonel. Space General, Warrior- or even Space 
Aven ger! 

STEP 7. Starting over 

Press *to replay Ihe GQRF rM Game Option that you have 
been, playing. Press # to go back to me Game Option screen. 

NOTE: The Heset Button on the console "clears' 1 the game. 
It can be used to slart a new game at any time, and can also 
be used in the event of game malfunction. 


S 








SCORING 


Points are awarded lor eliminating robot ships and 
saucers. 


ENEMY SHIPS 

POINTS 

Astro-Battle 

Robot Ship 

50 

Gorf™ Character 

250 

Saucer 

200 

Laser Attack 

Laser Ship 

300 

Robot Ship 

too 

Small Gorf™ 

too 

Saucer 

200 

Space Warp™ 

Robot ship 

100 

Gorf riy 

100 

Saucer 

200 

Gorl™ RlagEshiip 

Flagship hit 

10 

Flagship eliminated 

1000 

Gorf™ 

100 

Fireball 

100 


In games played at all skill levels, each player receives five 
fighters to star! Whan a player compieics all four missions in 
the first round, a bonus tighter is awarded. 
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THE PUN OF DISCOVERY 


This instruction booklet will provide (he basic information you 
need io gel started playing GOFLF™, but it is only the begin¬ 
ning’ You’ll! find I hat this cartridge is full of special Features to 
make GGRF 1|U exciting every time you play. Experiment with 
different techniques - and enjoy the game! 


90-DAY LIMITED WARRANTY 


Colecc warrants to the original consumer purchaser In 
[he United Stales of America that Ihis video game cartridge 
well be free of defects in rnatanai or workmanship for 90 days 
from the date of purchase under normal in-house use. 

Coleco's sole and exclusive liability for defects in mate¬ 
ria I a nd work ma n sh i p sh a 11 ha lim Ited to repa i r o r reptaccm on i 
at its authorized Coletd Service station. This warranty does 
not obligate Co loco to bear ihecoslof transportation charges 
in connection with the repair oi replacement of detective 
parts. 

This warranty is invalid if the damage or defect is caused 
by accident, act of God, consumer abuse, unauthorized 
a Us radon or repair, vandalism, or misuse. 

Any Implied warrants arising out of the sale of the 
video game cartridges including the implied warranties of 
merchantability and Illness tor a particular purpose are lim¬ 
ited to the above 90 day period. Coleco shall in no event be 
liable for incidental, consequential, contingent or any other 
damages. 

Th i 5 warram [y gives you spec if i c legal rights, end you m ay 
have other rights which vary from Stale lo Slate. Some slates 
do not allow the exclusion or limitation of incidental or con¬ 
sequential damages or limitations on how long an Implied 
warranty lasts, so Ihe above limitations or exclusions may not 
apply to you. 
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SERVICE POLICY 


Please read your Video 'Game Owner's Manual carefully 
before using the product, if your video gome cartridge lails to 
operate properly, please refer to the (rouble-spooling check¬ 
list in (he Owner’s Manual for your particular video system. If 
you cannot correct (he mall unction after consulting the trou¬ 
ble-shooting checklist, please call Customer Service on 
Coleco's (oil-free service hotline; 1-BOO ■B42-1225 nation- 
wide. This service is in operation from S:QQ a.m. to 5:00 p.m. 
Eastern Standard Time. Monday through Friday. 

If Customer Service advises you to return your video 
game cartridge, please return it postage prepaid and Insured, 
with you r nam e . address , p roof of t h e d ate of pu rc base, a n d a 
brief description ol the problem to the Service Station you 
have been directed to return it to by the toll-free service 
information, If your cartridge is found to be factory 1 defective 
during the first 90 days, it will be repaired Or replaced at no 
cost to you. If the cartridge is found to have been consumer 
damaged or abused and therefore not covered by the war¬ 
ranty. then you will be advised, in advance, of repair costs. 

If your cartridge requires service after expiration of the 
90 day Limited warranty period r please call Cote go's toll- 
free service hotline for instructions on how to proceed: 
1-S00-342-1225 nationwide. 
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Gorf“ by Ball y/Mid way 

* 1981 Bally Midway Mfg., Co, All Rights Reserved. 

™ Bally Midway Mlg., Co, 

GorF™ is made under license From CBS Toys, 
a division of CBS, Inc, 

Package, Program and Audiovisual ■=■ 1933 Coleco Indus 
trees, Inc. Amsterdam, New York 12010 


Printed in U.S.A, 








